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The only way I will stop asking for the tribute is if the people of Harrinton pay 
for the reconstruction of my family tomb. But they won’t, will they?

Gordy Pheldan’s Ghost

The Spirit of Greed

D el ve  L evel  5  ( 3 , 4 0 0  X P )

1 ghost
2 ghasts
5 ghouls
8 zombies

Setup
Treasure-seekers and adventurers hardly ever 
say no to exploring uncharted places; the possibilities of 
finding gold and ancient artifacts are often greater when 
no one has set foot at the location in question before.

The dangers that come with these journeys and quests 
are something only the bravest and the strongest can 
face, though. The rest, which is the majority of folks, 
must find other ways to deal with trouble or danger. Most 
flee. That is the strongest survival instinct. Whenever a 
place stops being safe or hospitable, it isn’t strange for 
people to look for another place to live. But a few oth-
ers learn to fight back and recover what is theirs. A few 
others use negotiation tactics to reach reasonable terms. 
And a few clever ones adapt. They learn to live in a new 
world with new, harsher rules. It does not matter what 
people do. The objective stays the same: survival.

Gordy Pheldan’s Ghost
There is a small town that goes by the name of Harrin-
ton. It is located near the River of Feathers, north of the 
capital. The good people of this farming community are 
a great example of brave men who chose to adapt rath-
er than abandon their land and the place they call home.

It all started a few months ago. At the Pheldan’s fam-
ily tomb. The last of their family died 50 years ago and 
left no heirs. One day, for reasons unknown, the spirit of 
Gordy Pheldan came back from the dead. His ghost be-
came angry and full of grudges after witnessing the state 
of his family’s tomb. He could not believe his bloodline 
was lost forever and no one cared for them anymore.

Fueled by anger and wrath, the ghost reanimated oth-
er family members in the tomb and raised a small army 
of restless undead. They reached Harrinton a few hours 
later. Fortunately, Gordy has agreed to parley.

In Terms of Greed...
Gordy Pheldan’s ghost threatened to unleash the 
zombies and ghouls in the town unless he was compen-
sated for the people’s insolence. In his mind, they are re-
sponsible for the current state of his family tomb. And, 
strangely, he also blames the people of Harrinton for let-
ting the Pheldan bloodline disappear and be forgotten.

The poor villagers agreed to bring a monthly tribute to 
the Pheldan’s tomb to appease the ghost. But the town’s 
leader is sick and tired of being ignored by the capital 
while being under threat by enemies. The authorities of-
fer a hefty bounty of 3,000 gp to brave heroes who can 
get rid of the ghost and the small army of undead he cre-
ated. The recovery of the past tribute is part of the job.

1. Entrance
After traveling east of Harrinton for a few hours, the 

heroes find Gordy Pheldan’s family tomb.
The tomb’s entrance door is locked (DC 20 Thieves’ 
Tools). The two 30-foot-corridors to the east and west 
end in decrepit alcoves with mundane stuff and a door.

Key. The characters find the key to area 7 if they take a 
minute to search the place (DC 16 Investigation).

2. Antechamber
This room contains two small, wooden tables. There is a 
dagger, wax for letter seals, and documents with admin-
istrative information about the people buried here.

Obituary. There is a section of the wall with intricate 
inscriptions of some of the most important people rest-
ing here. The name of Gordy Pheldan is among them. 
One of the bricks with a name can be pushed to slide 
part of the wall and reveal a vault (DC 18 Investigation).

3. Collapsed Tomb
Six standing sarcophagi rest within the narrow wall 
alcoves. The entire north wall of this chamber has 

collapsed, revealing two dark, shifting tunnels.
Some innocent Pheldan souls came back from the dead. 
One ghast, two ghouls, and three zombies emerge from 
their enclosures and attack any intruders. They chase 
enemies outside this area and fight until slain.
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7. East Archive
This area is locked (DC 20 Thieves’ Tools). The charac-
ters find official documents, diaries, and books about the 
Pheldan family if they explore the place. The characters 
find 29 pp and a magic scroll of lesser restoration if they 
search the area well (DC 16 Investigation).

8. West Archive
The documents on the wooden desk display intricate de-
tails of all the tribute that has been brought here since 
Gordy Pheldan’s ghost started to terrorize the people of 
Harrinton. The characters find two potions of healing if 
they search the area well (DC 15 Investigation).

Development
The characters may choose to eliminate the undead 
at the tomb forever or to negotiate with them. If the tomb 
is rebuilt as promised, Gordy’s ghost stays true to his 
word and all the dead go back to their eternal slumber.

The people from Harrinton expect the characters to re-
turn everything they gave as tribute in the past months. 
Failing to do brands the heroes as wanted criminals.

Features of the Tomb
Lights. The sconces feature magical flame spells. The 

magic fades in seconds after the torches are removed.
Treasure. Area 2 contains 2,000 gp worth of coins, sil-

verware, and fabrics. There are 1,346 gp worth of trea-
sure that did not come from Harrinton’s tributes. The he-
roes may keep this if they defeat all undead in combat.

4. Ruined Office
This room used to be a small archive like area 2. Cave-
ins destroyed it and connected it to the cavern network.

5. Cavern Network
One ghoul and three grunting zombies roam in this 
area. They fight trespassers until slain. One of the alcove 
walls from the chapel (area 6) has collapsed and creat-
ed an extemporaneous connection between these areas.

Caverns. The heroes may enter the dungeon from area 
5 if they find the caverns on their way (DC 15 Survival).

6. The Pheldan Chapel
Six wooden benches and columns flank a fine, blue 

rug that shows the way to a small altar. Zombies and 
ghouls loom forth from their enclosures as a ghostly, 

shadowy figure coalesces from the palpable shadows.
The characters meet Gordy Pheldan’s ghost here. He 
greets the heroes saying: “The tribute is one week late 
and now you come. Will you parley or fight like brutes?”

Kill the Undead. The characters do not want to hear 
what Gordy has to say or have no intention to negoti-
ate with a ghost. Gordy’s ghost, a ghast, two ghouls, and 
two zombies fight fearlessly until slain. The heroes can 
return the people from Harrinton the gold they surren-
dered in the past few months (see Features of the Tomb).

A Possible Negotiation. The characters agree to talk 
with Gordy. After minutes of complaining, the ghost ex-
plains he will stop the attacks on Harrinton if they agree 
to rebuild his family’s tomb and perform a holy ceremony 
so all Pheldan can finally rest (see Development).



7

You should have stayed at home. No one comes to my establishment to accuse 
me of falsehoods and walks away unscathed. You shall perish tonight!

Ariadne Sasaki

Tigerpaw Casino

D el ve  L evel  4  ( 2 , 0 0 0  X P )

1 cult fanatic
1 priest
4 thugs
1 veteran

Setup
The criminal underworld in the great cities is not 
under the control of the forces of law. The city watch, the 
royal service, and even private contractors have little to 
no power in the slums and the darkest districts. Crimi-
nal families and clans that go back for generations, just 
like the royals, have utter control over these areas. A di-
rect confrontation against such groups would mean civ-
il war. Thus, the forces of the law often collaborate in 
an uncomfortable truce with the underworld factions. It 
has always worked like this and it is unlikely to change. 
In the capital, the most influential group is the Tigerpaw 
Clan, led by a merciless woman named Ariadne Sasaki.

Rumor has it that Ariadne is a cruel woman with little 
patience for failure and fools. A strict overlord that rules 
with an iron fist and roots out anyone who stands in her 
way. She commands an army of thugs and enforcers that 
fulfill her objectives in and out of the urban underworld. 
However, Ariadne Sasaki owns several establishments 
in the city. The most popular of them is the Tigerpaw Ca-
sino. The place is a paradise for money laundering and 
embezzlement of illegally-acquired assets. Alas, Ariadne 
has close ties with many high-ranking politicians and no-
bles. Her influence is so vast that important folks and 
nobles come to ask her for her blessing for all kinds of 
business endeavors and before the passing of new laws.

Adventure Hook
Ariadne’s recent activities oppress the common-
folk in the districts near her establishments. A coalition 
of citizens has risen against her enforcers with little to 
no effect. Many innocent people have perished while re-
sisting the cruel actions of the Tigerpaw Clan. Now, the 
citizens offer a bounty of 1,800 gp to put a stop to Ari-
adne. She is to be arrested or executed at the Tigerpaw 
Casino, her flagship business and hideout.

History Check
DC 14: There are urban legends that speak of Ariadne 
Sasaki’s origin. She is a foreigner from the north. She 
arrived in the capital decades ago and rose to popularity 
in the lowest circles as the most efficient assassin. They 
called her the ‘Creeping Death’, as she stalked her prey 
without faltering for days until she completed the assign-
ment. Years later, she started her clan from nothing.
DC 18: There have been a few dozen attempts on Ari-
adne’s life in the past decades. Most from within her or-
ganization. They thought a woman was unfit for leading 
such a large underworld organization and tried to seize 
her power. They all paid with their lives at the end of Ari-
adne’s blade. Today, she is always escorted by thugs.

1. Main Hall
The large, windowless casino is filled with play 

tables, roulettes, and all kinds of gambling parlors for 
customers to lose themselves to the night.

Anyone with money to splurge can enter the Tigerpaw 
Casino without much hassle. Two thugs escort visitors 
from the entrance to the reception where they can ex-
change their gold for casino chips with Ariadne’s profile 
etched on them. Each visitor must purchase a minimum 
of 50 gp worth of chips. After the exchange, all clients 
are left alone to explore the crowded casino.

2. The Bar
Three elves (commoners) work at the bar. They supply 
an endless amount of alcoholic drinks for all visitors at 
no cost. The elves are talkative but they are loyal to the 
Tigerpaw Clan and won’t speak ill of Ariadne or the clan. 
If handled by a persuasive individual (DC 17 Persua-
sion), the elves reveal that Mrs. Sasaki is currently in her 
office because a group of high-ranking citizens is sched-
uled to visit the casino in a few hours. She always accom-
panies them during their nights of splurging money.

3. Gambling Area
Five roulette tables, four billiard tables, and an arrange-
ment of sixteen slot machines provide endless entertain-
ment to inebriated visitors. A smart individual notices 
that both the roulettes and the slot machines are rigged 
to produce a certain result every five games (DC 20 Per-
ception), heavily tilting the odds in the house’s favor.
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4. Blackjack Tables
Two rows of card-game tables are arranged from 

north to south. Those playing utter screams of excite-
ment, anticipation, and despair in equal measure.

A line of banquet tables separates the blackjack tables 
from the gambling section (area 3). A squad of waiters 
keeps the banquet full and everyone’s glasses filled.

Ariadne Sasaki’s office is over the northwest section of 
this area, overseeing most of the establishment. A flight 
of stairs leads to the only entrance. The second flight of 
stairs leads to the basement. There is a wine cellar and 
a secret exit that can be used to reach the city sewers. 
Most people here play blackjack, poker, and a popular lo-
cal game called Dragon’s Tail. At least forty people sit or 
stand by the play tables, enjoying the night.

5. Kitchen
Cooks and assistants work tirelessly to cater to all of 

the casino’s visitors. They prepare high-end dishes 
with rare ingredients. The chef, a cat-folk in red robe 

and hat, is the captain of this entire operation.
Baku, the cat-folk (commoner), is a renowned chef who 
used to work at the king’s kitchens a few years ago. Many 
say he has the best palate in the region. His services can 
only be afforded by the likes of Ariadne Sasaki. Baku is 
loyal to the clan and doesn’t allow outsiders within the 
kitchen. He reports strange behavior to Ariadne at once.

6. Storage Room
The room stores all kinds of edible goods, alcoholic bev-
erages, and extra furniture for the casino hall. The dark 
place is in disarray and in need of deep cleaning.
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Tactics
Ariadne Sasaki (veteran) does not fear soiling her 
hands. She draws her blade, curses the characters for 
their reckless actions, and charges forward. Her entou-
rage of bodyguards tries to protect her from harm. The 
priest casts spirit guardians to keep the characters at 
bay and uses dispel magic to nullify any buffs on them or 
their weapons. The cult fanatic casts hold person on the 
strongest character to keep them out of the battle.

Features of the Casino
Lights. Sconces with continual flame spells illuminate 

the casino. The magic fades after one minute if removed.
Ambiance. The crowded casino has at least fifty cus-

tomers in the main hall at any given time. If a battle starts, 
most of these people flee in a panicked state. There is a 
2-in-6 chance that 1d6 commoners and 1d3 bandits re-
main to help Ariadne’s enforcers out of sheer loyalty or to 
prove themselves to the Tigerpaw Clan’s leader.

Treasure. Executing Ariadne or presenting her to the 
coalition of city-folk allows the characters to collect the 
1,800 gp reward. The safe box in area 7 contains 8,600 
gp. The small safe box at the reception desk in area 1 
contains 600 gp. The underworld and some nobles rise 
against the characters if they take Ariadne’s wealth.

Injustice. If Ariadne is arrested, the citizens attempt 
to behead her the next morning. Unfortunately, they are 
stopped by the corrupt city watch. They rescue Ariadne 
Sasaki and restore her to her former position of power.

7. Ariadne Sasaki’s Office
The cruel woman they call the ‘Creeping Death’ sits 
behind a large wooden desk surrounded by her loyal 
bodyguards. Ariadne’s gaze is hateful and determined 

to defend her position of utter authority and power.
Ariadne’s desk is a work of art created by a skilled crafts-
man. The oak piece of furniture features delicate carv-
ings that display the Tigerpaw Clan sigil and scenes of a 
blade-wielding woman in varied battle postures.

The casino’s earnings are moved each hour from the 
reception desk to the safe box next to Ariadne’s desk. It 
contains a small fortune, the deed to the casino, and a 
few trinkets that have sentimental value to Ariadne.

If the characters climb to Ariadne’s office to confront 
her, they find her surrounded by an entourage of two 
thugs, one priest, and one cult fanatic. Each of them 
has proved their loyalty to Ariadne more than once and 
are trusted advisors in her business endeavors. She con-
siders them friends and integral parts of her work.

Ariadne Sasaki does not suffer fools and is not initially 
open to negotiations. She sees the characters’ intrusion 
as a terrible insult. She draws her blade and charges into 
battle, along with her bodyguards. The two thugs in area 
1 rush to battle two rounds later. If Ariadne drops to half 
her hit points, she offers a deal. She shall pay the charac-
ters double the bounty they were promised in exchange 
for capturing the leaders of the coalition. If the charac-
ters refuse, she flees through the sewers access in the 
basement described in area 4 to plot her revenge.
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Embracing Pulp!

Critically, pulp tales cross genres. They blend sci-
fi, horror, fantasy, and romance with things like drugs, 
crime, and other sordid affairs. These books were cheap, 
popular, and entertaining. There is certainly a time for a 
years-long, slow-burning tale of intrigue. But other times 
you just want to punch a crime boss in the snout, take 
the money, and run to the next adventure.

The question is: How you can we bring this genre back?

Simple, Zany Villains
It may come as a surprise but none of your campaigns 
needs a ‘Thanosesque’ mastermind who plots and 
weaves together storylines. Just someone comically 
evil with a straightforward plan. Give me ‘Grobnar, the 
Dog-eater’, or Baron Incubus who wants to summon an 
eldritch horror to usher in a reign of terror. Forget the 
twists and mysteries, and focus on straightforward vil-
lainy that can be stopped with a well-aimed sword.

But even if the villain is easy enough to understand, 
that doesn’t mean getting to them should be painless.

Classic Traps
In the wilderness, bring back everything you practiced 
for when you were in elementary school. For instance, 
giant pits of quicksand, moats filled with hungry alli-
gators, erupting geysers of hot steam, pits full of angry 
snakes, and volcanoes spewing out molten lava! Make 
it a thrilling challenge to jump and dodge from place to 
place, overcoming the obstacles. Just like with villains, 
the threat should be obvious, clear, and straightforward. 
Which is not the same as easy to overcome!

A GM supplement about heroic style of play by Alex Rinehart

Booby-Trapped Fortresses
And once you get inside the villain’s lair, there’s an oppor-
tunity for even more classic shenanigans: bookshelves 
that hide secret passageways, fake walls, and mirrors 
that act as spy-holes to another room. Clue-style short-
cuts from opposite corners of the house… include it all! 
Channel your inner Scooby-Doo personality and have 
staircases turn into ramps, depositing hapless adventur-
ers into basements or cells where kidnapped nobles are 
waiting to be rescued. Bring out your enormous swing-
ing boulders, spike pits, and wall darts that trigger from 
a pressure plate on the floor. SWISH, SWISH, as the 
blades pendulum in front of your players, daring them to 
dive between them for treasures beyond!

Dungeons & Dragons has a long history of pulling from pulp, 
and there’s no better way to revive the genre than in your 

games! Pulp stories focus on the action above all else, featur-
ing fast-paced drama, over-the-top villains, and high-octane, 
simple plots that don’t leave time for nuance or questions.
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Jaded, with Emotions on your Sleeve
Pulp heroes are just as important as the plot and set-
ting they inhabit. Characters tend to have a lot of his-
tory to them, but nothing too complex (are you seeing 
a pattern?). Let’s take for example a broken marriage, 
an arrest record, or a past better left forgotten. They are 
world-weary and cynical, but happy to let everyone know 
it. Hence, old flames may reappear at the worst possible 
time: if you’re a player in a pulp game, talk to other party 
members about how you might have met each other. Per-
haps this is not the first time you work together.

	▶ Were you married to a member of the team, and 
this is your first job together since things went bad?

	▶ Is a team member responsible for the time you 
spent behind bars or did they betray you in the past?

	▶ Do all people in the group have dar pasts? How far 
can you trust these people if they’re scoundrels like you?
(Come up with your own questions to stir the situation!) 
These questions allow you to lead with your doubt, but at 
the same time, they never stop you from moving forward 
to the next obstacle. After all, in a fantasy world, there 
are great treasures to acquire and evil to be vanquished!

Anything Goes!
Genre is a suggestion in the world of pulp fiction. Forget 
about what “makes sense” and focus on what’s cool. You 
want ghosts? Great, even Shakespeare had ghosts. Di-
nosaurs? Aliens? Demonic rituals? Why not?! You name 
it, you call it. Mix your guns and laser swords and toss 
them together into a soup. Just remember to crank the 
intensity up. For instance, light things on fire and make 
them crash together. Keep the settings interesting and 
dangerous at all times. There’s no budget here, no pres-
sure. So wheel out your best set pieces—your pyramids 
and ziggurats, your magic portals, and abandoned an-
cient cities. Dark caves filled with wondrous crystals and 
scheming foes: there’s a place for it all in pulp.

The tropes are classic for a reason. Borrow and steal 
from everything. Watch an Indiana Jones flick or even 
Duck Tales. Or stop by a used book store and grab a clas-
sic pulp book. It doesn’t matter which, just grab a cover 
that interests you and explore it. Stick with a classic, like 
Conan or something by Edgar Rice Burroughs. Or grab 
something more modern, a James Patterson or Craig 
Schaefer. If you subscribe to Kindle Unlimited, it is full 
of modern stories in the pulp tradition. Forget about pol-
itics and the real world. Embrace Saturday morning car-
toonish villainy with places like the Isle of Skills. Grab 
something for inspiration, file off the serial numbers, and 
make everything large, clear, and in-your-face. It’ll be a 
change of pace that everyone will be sure to love!
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Those who gather here to ask Queen Azalea for their favor must first know 
the suffering and sorrow of her eternal seclusion to the verdant nature.

Old Translation from the Language of Rain

The Elegy of Queen Azalea

D el ve  L evel  3  ( 8 5 0  X P )

1 centaur
1 dryad
4 sprites

Setup
There is an old tale of a woman who gave up every-
thing in her life to truly understand the plights of nature. 
Queen Azalea was an elvish royal with a vibrant love for 
nature and the silent and eon-long languages of the trees 
and the soil. She could almost hear the mute sympho-
nies of the wind against the trees, and the tunes of the 
ground as it made way for seedlings and worms. But she 
did not hear it all. Not in her corporeal, humanoid form.

Queen Azalea mustered countless elf mages to help 
her cast a powerful incantation that would combine her 
soul with that of the forest and all living beings in the 
area. Her friends and family pleaded with her and tried 
to convince her not to go through with this crazy idea. 
But no one could change her mind. Her determination 
to become one with nature and become an immortal 
fixture of the world had no limit. The spell worked and 
Queen Azalea’s corporeal existence ended abruptly. Her 
soul fused to the largest oak tree in the rainforest which 
now brandished her fine features on the rough bark.

Those that mourned her passed away millennia later. 
Their saddened souls became one with the endless rain 
that falls on the forest. Acute ears can hear a sorrowful, 
elvish, elegy that speaks of the queen’s sacrifice and her 
unending love for nature and the little forest creatures. 
Legend has it that pilgrims from all over the world travel 
to the rainforest to petition Queen Azalea for a cure to an 
ailment or health problem. The fabled fae spirit is sup-
posedly able to provide a cure to any disease or problem.

Adventure Hook
This adventure reward is not monetary but rather 
magical. The characters must rush to the rainforest and 
carry an ill party member or friend. Curing their friend is 
out of the scope of their abilities and only a higher being 
can help them. The characters manage to save a loved 
one from the grasp of death itself.

History Check
DC 12: There are popular tales of pilgrims who visited 
Queen Azalea’s shrine in the rainforest. They looked for 
a cure to a strange disease or to heal a person’s body. 
Some stories are down-to-earth recounts while others 
are fantastic and involve numerous fae creatures.
DC 15: The old tales are true. There is a shrine in the 
rainforest where a powerful spirit resides. The spirit 
of Queen Azalea doesn’t help for free, though. Petition-
ers must endure some trials. A test for the body and the 
mind. Each test is tailored to the supplicants according 
to their capacities. Thus, not all trials are the same.
DC 18: Queen Azalea was once an elf of royal origin. She 
left her family and friends behind to become one with 
the rainforest and protect it for eternity. On rainy days, 
an elegy of her olden days can be discerned from the rain 
drops. It supposedly hides the secret of a powerful spell.

1. Rainforest Trail
After days of traversing the forest, rain becomes a 
permanent feature near the queen’s shrine. A faint 
melody hides behind the sound of falling droplets.

The journey through the dense forest is safe from wan-
dering animals or other threats. The queen’s forest is a 
haven for travelers and petitioners. Those who concen-
trate on the rain sound can make out the hidden tune, 
the Elegy of Queen Azalea (DC 17 Perception). Dozens 
of voices sing it with deep sadness in their voices. The 
faint voices sing in an old form of the elvish language.

2. To the Realm of Fae
Two trails split from the main path. The northern path 
leads to Jade Town, a settlement of fae creatures that are 
loyal to Queen Azalea and protect the forest. The south 
path leads to a pond that serves as a portal to the Wood-
lands Realm. It only functions for creatures that have en-
dured the formidable trials of Queen Azalea.

3. Evidence of Failure
A mound of bones lies on the forest soil, half buried. 
They belonged to two travelers who petitioned Queen 
Azalea to heal a poisoned friend. Sadly they did not sur-
vive the test of the body. A physician identifies marks on 
the bones as arrow wounds (DC 17 Medicine). They per-
ished from the centaur and the sprites’ sharp arrows.
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Test of the Mind
The glowing pond of water is mixed with the great 
oak’s tree sap. Drinking it lets a small portion of Queen 
Azalea’s spirit fuse with creatures who drink it. The test 
of the mind is a strange mental ordeal. Each character 
takes the form of a tree in the rainforest and experienc-
es its centuries-long life during this dream. The test lasts 
a few hours but each character experiences centuries of 
subjective time in the tree form. Such a test of patience 
is maddening to some individuals. Each player choos-
es whether their character is mentally strong enough to 
succeed. On a fail, the character never wakes up.

Adventure Features
Terrain. The region around Queen Azalea’s shrine is 

verdant and overgrown. Walking through the narrow 
passages in the forest is considered difficult terrain.

The Untouchable Trunk. The large oak tree that hous-
es Queen Azalea’s spirit cannot be touched. A magical 
force pushes all physical objects outward. It can be felt 
as far as 20 feet as a wind-like force. It becomes gradual-
ly stronger the closest an object moves toward the trunk.

Lights. Swarms of fireflies fly around the pond by the 
sacred tree. They provide dim light during the night.

Reward. Enduring both tests earns the queen’s fa-
vor. Her magic can heal any disease, neutralize any poi-
son, regenerate any body part, or cure petrification. The 
healed individual is branded with the queen’s sigil on 
their chest. The creature bears this mark from now on.

4. Echoes from the Past
The bodily remains of past petitioners lie on the floor. 
They failed the test of the body and died from their 
wounds. When the characters approach, the incorpore-
al, iridescent manifestations of three elvish ghosts ap-
pear. The elves warn the characters in a dull voice:

The verdant queen shall only help the strong. Turn 
back if you doubt your abilities and resolve. But do 
not fear failure either, your remains shall endure 

the passage of time end become one with the forest.
The spirits point to the earthly remains of past travelers 
that litter the damp soil. The spirits vanish after this.

5. Shrine of Queen Azalea
A grandiose oak tree by a glowing pond has grown taller 
than the rest of the forest. The features of a beautiful elf 
woman are etched on the rough bark’s surface.

Standing on the stone circle by the glowing pond caus-
es the water to glow and several spirits to coalesce.

Test of the Body
Fae creatures materialize in the forest glade to 
challenge the adventurers. One centaur, four sprites, 
and Queen Azalea (dryad) test the characters’ physical 
resilience. They are spirit summonings that do not die if 
defeated in combat. After succeeding, Queen Azalea tells 
them that the test of the mind is harsh and difficult to 
persevere. Queen Azalea tells them to drink a sip of the 
glowing pond. The characters then fall asleep (no save).
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The one survivor barely speaks when asked about that day. “You’ll hear them 
approach with their horrible shrieks. There is blood on the sand”, He said.

Worried City Guard

Blood on the Sand

D el ve  L evel  5  ( 4 , 1 2 5  X P )

1 chuul
9 giant crabs
4 beak horrors (hook horrors)

Setup
The unfortunate events of the world, calamities, or 
catastrophes do not always have a culprit. Sometimes, 
the natural flow of things causes dangerous situations 
for people. For instance, a natural disaster can change 
the lives of farmers forever. There is little they can do to 
change or stop it. And such an event has no one to blame. 
They are just some of life’s many, many challenges.

A New Era
The war is over. And for the first time longer than they 
can remember, the nice people of the White Sands Coast 
lead peaceful lives. Months of calm have allowed them to 
bloom as a society. New farms and homes start to bloom 
outside the city walls again. Little by little, the White 
Sands Coast returns to its prime, before the war.

However, this peace came with a lot of responsibilities. 
It is hard work to make a town or city thrive. And times 
after a period of war may be peaceful but the toll to pay 
for years of violence is high. The land changes. Animals 
come back to the forests where armies marched and 
camped. Bees return to the flowers that died under the 
weight of dead bodies. And the beasts that left these ter-
ritories go back to their old migrating routes.

Old Habits
Pino-Thepa is one of the dozen small settlements of the 
White Sands Coast. This one is the closest to the beach. 
Before the war, it was famous for its cozy inns where vis-
itors could enjoy incredible massages and spend some 
well-earned vacations swimming, resting, and drinking 
exotic beverages. After the war, people started to return 
to Pino-Thepa. What they ignore, is that an entire flock 
of hook horrors chose a spot near the beach to migrate 
and build their nests. The first poor tourists had no way 
to know they would become the first victims.

Adventure Hook
The authorities of the White Sands Coast have re-
ceived numerous reports of attacks in Pino-Thepa. Peo-
ple that visit the beach are attacked by feathered mon-
strosities. A squad of four guards was sent to investigate 
but none of them returned either. External help is need-
ed now. A reward of 2,000 gp is made public.

The characters hear about the offered bounty or are 
contacted by a friend on the White Sands Coast and 
come to Pino-Thepa for the job. They are given direc-
tions to the beach. And perhaps, one of the characters 
already knows useful lore about the place:

History Check
DC 12: It is normal that people think of going back to Pi-
no-Thepa beach now that the war is over. The small town 
always was a great spot for tourists and visitors.
DC 16: Before the war started, many years ago, the 
news of some poor folks attacked at Pino-Thepa beach 
reached the authorities of the White Sands Coast. After 
some investigation, it was discovered that the tourists 
had walked into the lair of some local beasts known as 
hook horrors. The city deployed some troops and cov-
ered the entrance with rocks. The problem was solved.

Nature Check
DC 12: The White Sands Coast is home to many kinds of 
flora and fauna. One of the indigenous predators of the 
territories is hook horrors. However, these beasts tend 
to live underground or near dark cavern networks.
DC 16: Rare sightings of a new kind of hook horror were 
reported some weeks ago in the capital. As per the re-
port, the new breed can bear sunlight. Allegedly, but not 
yet proven, it was said they can also take flight...

Approaching the Beach
After leaving Pino-Thepa, they must walk for about 
10 minutes to get to area 1. It is suggested that they go 
during the day, when the hook horrors’ sight is weak-
er, as per common knowledge. Only the breeze and the 
crash of the waves can be heard. An observant character 
may notice important details, though (see below).
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2. Blood on the Sand
The white, shiny color of the sand changes closer to 
the caves. The blood on the sand becomes thicker 

and more abundant at the entrance.
The presence of the crabs and the chuul is not surpris-
ing after the many days of bloody sand and the smell of 
death (DC 12 Intelligence). Before the characters cross 
the caverns’ threshold, they hear the horrible shrieks of 
numerous beasts inside. Anyone with a brain can under-
stand they are a warning not to trespass.

Two hook horror males survey their home from the 
sky. They fly in circles a few hundred feet above (DC 18 
Perception). If the characters ignore the warning and 
trespass the monsters’ lair, the two males land behind 
them to block their escape. At the same time, the two 
hook horror females inside charge to defend their eggs.

Beak Horror. This new breed of hook horror (see im-
age below) uses the same stats as its regular counterpart 
but consider the following changes:

•	 Smaller, leaner. HP: 60 - Fly speed 30 feet.
•	 No climbing speed. Their lighter bodies make 

them more fragile. AC: 14 (natural armor).
•	 No blindsight. Retain their darkvision of 120 feet.
•	 Eagle eyes. They can discern anything from the sky 

at a distance of up to 400 hundred feet.
•	 A raven’s mind. Intelligence of 13. They are not 

mindless beasts (see An Unexplored Alternative).
•	 No Multiattack. However, the beak horror can use 

its Action to do any of the following:
	▶ Beak. Melee Weapon Attack: +6 to hit, reach 5 ft., 

one target. Hit: 13 (2d8 + 4) piercing damage.
	▶ Impale. (Only against prone targets) Melee Weap-

on Attack: +6 to hit, reach 5 ft., one target. Hit: 22 (4d8 + 
4) piercing damage. If a Small or Medium creature dies 
from this attack, its body remains impaled at the mon-
ster’s beak until it takes an Action to remove it. It cannot 
attack other targets while a victim remains impaled.

	▶ Stunning Wings. The beak horror bats its wings 
with massive strength. Any creature in a 10-feet-long 
line in front of the monster is knocked prone (DC 12 
Strength). Creatures take 1d6 bludgeoning damage and 
are stunned for 1 round if they fail by 5 or more.

3. Blood and Bones
The stench here is unbearable. Guts, bones, and 

giant bird droppings have rotted for days or weeks.
Staying in this area for more than one round is enough to 
make anyone empty their vowels (DC 13 Constitution). 
Countless human and animal bones lay on the floor.

Perception Check
DC 14: Some large, wide rocks rest about 30 feet be-
yond the smaller ones at the seashore. However, on a 
closer look, these are the shells of creatures trying to 
hide so they can ambush their prey when they get close.
DC 16: The hook horror tracks near the palm trees just 
appear and lead to the caverns. No tracks lead the way 
back on the sand. Whatever lies within the caves did not 
walk in. It arrived by flying and landed on the beach first.

1. The Beach
The beach contains plenty of palms and boulders. If the 
characters fail to notice the threat and approach the sea-
shore, they are ambushed by one chuul and nine giant 
crabs. They flee if reduced to half their HP.
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4. Hook Horror Nests
The blood trail continues to this area of the caverns. 

Two circles of sand covered with twigs, feathers, 
bones, and stones form weird-looking nests. Sever-

al oversized eggs rest on their centers.
There are seven eggs divided among both nests. If any of 
the characters know about the topic, they notice the eggs 
are a few weeks away from eclosion. But they will surely 
not survive without their parents (DC 16 Nature).

Profit. One of the characters might know, thanks to 
their questionable connections, that hook horror eggs 
are a well-appreciated item in the black market of the 
capital. It is said that it is an ogre’s kitchen delicacy. Each 
egg may be sold for 500 gp each to the right buyer.

Pet. One of the characters could opt to raise one of the 
beak horrors as their exotic pet. This is not out of the 
scope of the adventure, but any details on the raising and 
training of the creature are up to the GM’s discretion.

5. Hidden Treasure
A whole chamber hides beyond all the rocks and 

rubble. Three stone chests lie in the dark. They look 
as if they have not been touched in decades.

The characters only find this treasure if they notice the 
weak spot on the cavern’s wall (DC 16 Investigation).

Treasure. The characters stumble upon some forgot-
ten pirate’s loot. There are two dozen bottles of rum 
(1,200 gp), a wooden box with several containers with 
rare spices (450 gp), and some worthless strange objects 
stored in flasks. There are a couple of leather bags of 
gold and some small precious stones (1,345 gp).

Tactics
If no one approaches the seashore, the crabs wait for 
the heroes to fight the beak horrors, who often steal their 
food. They attack the heroes right after they defeat the 
feathered beasts, in case that happens. The beak horrors 
fight to the death defending their eggs, inside or outside 
the caverns. They won’t flee under any circumstances. 
This encounter may be avoided, though (see below).

An Unexplored Alternative
If a druid, a ranger, a barbarian, or any character with 
a strong connection with nature is present, they may at-
tempt to negotiate and speak with the beak horrors. The 
monsters do not speak but understand the Common lan-
guage. They are intelligent enough to understand that 
humans won’t stop attacking until they leave. The beak 
horrors’ priority is their eggs’ safety so they accept to 
move their nests elsewhere and feed on animals only. 
The heroes get rid of the monsters without violence.
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‘Tis sad... more than anything. We did not ask to be born. We just came to be. 
Are you here to end our life? The life that was just given to us? Why?

Snowdrop, Bone Tree

Blossoming Death

The concepts of life and death vary depending on the 
people or culture that studies them. Some people believe 
in the transcendence of souls. The immortality of mind, 
they call it. Other cultures honor their dead with rituals 
and ancient magic. It is not rare for them to speak with 
those who do not walk among the living anymore. And 
some believe that death is just the beginning of a new 
life. The finish line and the start of a never-ending cycle.

Background Lore
This adventure takes place in Crimsonwall, the cap-
ital of the Northern Kingdoms. The hundreds-of-year-
old city is home to almost two-hundred-thousand peo-
ple. But more than a third of them live beyond the walls. 
Like most large cities, Crimsonwall has a garrison with 
numerous troops, a well-established government, sever-
al guilds, and an entire underground network of sewers.

One of the thousands of people that live in Crimson-
wall is a scientist named Matby Bilsen. Today, he is al-
most fifty years old; his mind and sanity have seen better 
days. For decades, he studied the growth of plants, trees, 
and fungi. He became an expert on the topic and per-
formed various somewhat successful experiments. He 
was known in town for his incredible flowers and plants.

Matby’s abilities allowed him to create the unthinkable. 
With his great knowledge, care, and his secret ingredi-
ents (magical components), he managed to make a liv-
ing selling his beautiful creations. He could create plants 
with eerie shapes. He had multi-colored flowers that 
changed their hue throughout the day. Some of his fruit 
plants had medicinal properties. And he even created a 
humanoid plant servant once. Although it only lived for 
48 hours before collapsing. Some say Matby is a genius.

Adventure Hook
The authorities of Crimsonwall offer 3,000 gp to 
anyone who can stop the horrible plant monstrosities 
coming from the sewers. The survey reports describe 
three consecutive days of attacks and numerous city 
losses. Captain Jayde cannot allow any more of his men 
to die in vain. He asks the heroes to eliminate all visible 
threats and arrest the culprit if any. He offers an addition-
al 1,000 gp if they produce a scapegoat to hang in public.

Beyond the Ordinary
Five days ago, while he was promenading, the de-
ranged scientist stared in awe at fungus growing from an 
animal carcass. He was thus enraptured that he started 
to experiment with similar phenomena. He isolated and 
empowered with subtle spells a rare fungal entity. He 
experimented with it on trees, plants, fungi, and moss 
patches. The monsters coming from the sewers were 
created by Matby Bilsen. The city’s authorities ignore 
this. The guards only managed to contain the threat.

History Check
DC 14: There is a man in Crimsonwall that sells beauti-
ful plants with impossible properties. People claim he is 
a scientist but that he made a better living selling plants.
DC 18: The scientist goes by the name of Matby Bilsen. 
With his abilities, he uses arcane components and cre-
ates new breeds of magical plants. Perhaps, this person 
knows something about the plant monstrosities.

Finding the Culprit
If the characters have the mind to visit Matby’s busi-
ness and home, they find them empty. Both places have 
been abandoned for a few days (DC 14 Survival). Cap-
tain Jayde begs the characters to gather all the info they 
need so they can get to the sewers fast (see Map 1).

1. Entrance
The upper level of the sewers is partially destroyed, with 
overgrown nature, moss, rubble, and debris scattered all 
around. The city prefers to spend its limited sewer bud-
get on the lower level where the sewer machinery is.

2. The Skeleton Trees
All the nature in this area is green on top but be-

comes ivory white at the trunk and root level. Branch-
es move but do not follow the wind. Flowers turn and 
gaze at visitors with inhuman eyes that sprout from 
their cores while skeleton-plant humanoids come 

forth stumbling from the thickness of the white trees.
The characters encounter Matby’s creations here. These 
abominations are responsible for the city guards’ deaths. 
Strangely, they wish to parley (see Sentient Beings).
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3. Unused Well
Rusty steel handles forged to the well’s wall form a 

ladder. It descends 40 feet into the darkness.
Captain Jayde mentioned the well is the fastest way to 
reach the underground sewers levels. After the recent 
cave-ins, the pathways to the south are now a dark, net-
work of caverns that take five times longer to descend. 
See the details of the way down in The Dark Descent.

4. Death Provides
The bodies of the city guards that fell in battle are 

here. Thousands of critters walk over their half-eaten 
corpses. A few gnawed bones litter the cavern.

If the characters disturb the insects while they eat, three 
swarms of centipedes attack them. The critters flee if 
they are reduced to half their hit points.

5. Lost Treasure
Recent cave-ins created these parts of the dungeon. If 
the characters take a minute to explore this place (DC 
18 Investigation) or if they use a detect magic spell, they 
find an immovable rod that has been lost here for eons.

The Dark Descent
If the heroes descend through the well, they reach 
area 6 in a couple of minutes. The heroes may get lost if 
they take the south path (DC 17 Survival). On a fail, two 
ochre jellies block their path before they reach area 11.

Sentient Beings
If the characters attack the meandering creatures 
in area 2, eight skeleton plants (skeleton), four mounds 
of dead leaves and fungi (zombie), and three bone trees 
(ghouls) defend themselves fearlessly. Snowdrop (ghast) 
fights too but begs for mercy and tries to parley.

Plants. Use the noted statblock for each monster with 
the following changes: they are plants. Swords or shields 
if any, are replaced by claws and natural armor. Abilities 
are described as if they were empowered by the magi-
cal forces or nature. For instance, bone trees paralyze 
through spores in the same way a ghoul does with a bite.
However, if the heroes do not attack at once, one skele-
ton plant speaks. Snowdrop, their leader, steps forward 
and speaks with a spectral, raspy voice:

“ ‘Tis sad... more than anything. We did not ask to be 
born. We just came to be. Are you here to end our 
life? The life that was just given to us? Why? Know 
that, just like you, we would defend ourselves from 
others that mean us harm, would you not? Know 

that, we shall fight for our lives if forced to. But truly, 
we just want peace. We want a chance to... live.”

See Friend or Foe below to know the consequences of 
whether the heroes fight or listen to Snowdrop’s speech.
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Features of the Sewers
Lights. There are no light sources in the sewers. The 

maintenance team brings oil lamps when they come.
Water Flow. Creatures in the water are dragged to the 

steel bars where they stop abruptly and take 2d6 blud-
geoning damage (DC 13 Athletics). If they resist, they 
may swim at half speed to grab a ledge to climb out.

6. City’s Sewer Network
The descent through the well’s ladder is dark and un-
eventful. The heroes must jump into the water, though. 
The well leads to the westernmost side of area 6.

7. Steel Bars
The lifeless body of a person floats by the bars. 

Bones are showing where whole body parts were 
eaten. Small, ravenous fish splash all around.

Two swarms of quippers feast on the floating corpse. If 
characters are dragged by the water (see Features of the 
Sewers), they are attacked as well. The carnivore fish do 
not chase non-bleeding creatures beyond the bars.

8. Sewer Canals
The voice of a man chants an incantation in an an-
cient tongue. The sounds of cracking wood, moving 
leaves, and the unsettling, cracking scream of a tree 

come from beyond the door next to the stairs.
These levels are in much better condition than their coun-
terparts above. The east door is locked (DC 16 Thieves’ 
Tools) but the heroes may hack it down or attempt to 
force it open with sheer strength (DC 18 Athletics).

9. A Deranged Mind
Matby became scared and traumatized when the sen-
tient plants talked to him. It was too much for him to wit-
ness this; he desperately sought a way to undo it.

The scientist came up with a way to replicate the ex-
periment but erase the sentient factor and succeeded. 
The mindless plants do not speak but obey all of Matby’s 
commands. If the characters attempt to talk with Matby, 
his yelled replies are deranged and insane. Four skele-
ton plants (skeleton), six mounds of dead leaves and fun-
gi (zombie), two bone trees (ghouls), and Matby (druid) 
fight. See the Conclusion for Snowdrop’s involvement.

Friend or Foe
If the heroes kill Snowdrop and all the plants, they de-
scend to the sewers with no information on Matby. How-
ever, if they hear Snowdrop out, they learn the following:

•	 Matby created Snowdrop and most of the other 
plants a few days ago. They are sentient beings 
that mean no harm to others unless attacked.

•	 Matby’s ambition did not stop. He wanted com-
plete control over the plants. Snowdrop and their 
friends retaliated and resisted so he left them here.

•	 In the sewers below, the crazy scientist has creat-
ed a mindless version of them. He can command 
those plants to do his bidding. Snowdrop and their 
friends have defended themselves against Mat-
by’s goons from the south, and the city guards that 
came from the north in the past few days.

Snowdrop begs the heroes to stop Matby, their creator, 
and the new mindless abominations with him. If the 
characters did not kill any of Snowdrop’s kin, the plants 
offer to help confront the crazed Matby (see Conclusion).

This adventure belongs to a series of collaborative 
projects that involve other Patreon creators. This 
one-shot adventure features work by Elven Tower 

and Miska Fredman. Check out their Patreon pages 
for tons of adventures and great cartography!

https://www.patreon.com/elventower
https://www.patreon.com/miskasmaps
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10. Arcane Mycelia
This room contains worthless tools and maintenance 
equipment for the sewers. A recent cave-in revealed a 

small cavern with bio-luminescent fungi.
This breed of fungus is a rare arcane component for 
spells and powerful druidic concoctions (DC 17 Nature / 
Survival). A detect magic spell also reveals the faint mag-
ical properties of the fungi mass. The characters may 
gather all the healthy ‘shrooms in 10 minutes (500 gp).

11. Old Ruined Pathways
If the heroes take the south path to descend to the sew-
ers they eventually get here. Their confrontation with 
Matby occurs in the same way as it is described in area 
9. However, if the heroes arrive from here, Matby at-
tempts to flee when the battle turns against him. If able, 
he escapes through the southern sewer canals.

12. Kobold Ruins
The caverns have sets of steps that were carved on 

the rough rock soil. They seem too small for humans.
A clever character recognizes the steps perhaps belong 
to a by-gone civilization of goblins or kobolds (DC 14 In-
telligence). If the heroes spend 10 minutes searching 
this place (DC 18 Investigation), they find an ancient, 
golden draconic medallion (350 gp), a small bag with 
300 gp worth of diamond dust, and an opal (150 gp).

Conclusion
The characters reach the end of this adventure and 
must face the consequences of their deeds.

A Job Well Done
The characters do not negotiate with Snowdrop and 
get rid of all of Matby’s creations, sentient or not. They 
manage to arrest Matby and bring him to Captain Jayce 
unscathed. The heroes are paid 4,000 for an impecca-
ble job and are invited to Matby’s public execution the 
next morning. The characters may never learn what they 
could have accomplished if they had just listened.

An Infant Race
The characters hear Snowdrop out and protect him and 
the sentient plants from their mindless counterparts and 
Matby. Regardless of whether the characters arrest the 
druid or not, Snowdrop asks them to help them adapt 
to their new life and introduce them to the world. They 
name themselves the Barkvory race. Crimsonwall histo-
rians and researchers are more than glad to help them. 
This altruistic quest shall be an adventure for another 
day (The details of this are up to the GM’s discretion).

Loose Ends
If Matby manages to escape, he will remember the fac-
es of those who ruined his plans and projects. He shall 
return with more powerful monsters and take revenge!
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The Taunters
The Taunters are Pamor’s most powerful thieves’ guild. 
If something illegal takes place in the City of Shores, the 
Taunters will have a hand in it, and if they don’t? Well, 
then woe betide the fool who crossed them.

Come one, come all! The Taunters don’t see race or 
creed. As far as they’re concerned, a crook’s a crook.

Once upon a time, the Taunters were Thought Thieves 
and the most notorious of rogues, spoken of in hushed 
tones and considered only a myth by most. This of course 
was all part of their power and only those with the most 
powerful minds and strongest of wills survived their initi-
ation. Those who did survive became masters of psionic 
abilities, able to enter a person’s mind and take whatever 
information they chose. Amongst the few who know of 
the mysterious group, they would say that you were lucky 
if the Taunters left anything of yourself.

Now, however, the Taunters appear to be little more 
than a band of thugs and scoundrels. A large group, out-
weighing their nearest competitor with between one 
to two hundred members in Pamor. But of course, one 
doesn’t list oneself as a thief on the census; does one?

Core Principles
To be one of the Taunters is to askew the law of the land, 
but that does not, by any means, imply that they are with-
out morals or a code, regardless of its values.

Independence
In the modern world, every man must stand for himself. 
The rich are the real thieves and only the strong survive. 
A Taunter sees the world this way. Call it what you like, 
for a Taunter, success is only for those willing to take it!

Pragmatism
Planning for a rainy day is all well and good but a man’s 
gotta eat. And although few adhere to religion, most 
Taunters pray to Ryuna, the Goddess of Luck. This is be-
cause they believe it never hurts to cover your bets.

Freedom
Taunters are pretty straightforward people. So long as 
you ain’t dangling from a rope or chained up to a wall, the 
world’s your oyster. You’re a Taunter, go taunt.

An urban criminal faction by DM Ninetoes82

Leadership
The real identity of the Taunters’ leader remains un-
known to this day. He is called the Stanchon (Stan-
che-own). This reclusive leader decides the path of the 
Taunters and he is responsible for ensuring that every-
one profits from jobs, from their organized coups, and 
the organization in general. Only the Day Master and 
Night Master know Stanchon’s identity. The two of them 
run the Taunters’ day-to-day business (or night-to-night) . 
Dolling out Stanchon’s instructions and tips to the lead-
ers of the main groups within the Taunters.

Structure
The Taunters are divided into four main groups. Each of 
these sub-divisions has its own leader.

The Brawns
This group is by far the largest and least secretive of the 
Taunters. They provide muscle in high numbers, they 
run protection rackets, and also act as highwaymen (and 
women) on the roads that lead into the City of Shores.
The kind of NPCs found within this group would be ban-
dits, thugs, and berserkers. They are led by the mighty 
Kaladan (CN, male dragonborn gladiator).

The Cons
The Cons are the charlatans, shysters, and tricksters. If 
the Watch is investigating a con being run, a heist un-
derway, or a scam taking place, one can conclude it has 
nothing to do with the Cons; these guys are as slippery 
as a recently caught eel. They leave no tracks.
The kind of NPCs found within this group would be no-
bles, spies, and acolytes. They are led by the illusionist 
Quiller, the Red (N, female gnome mage).

The Lifters
There is not a safe, vault, or strongroom that these 
thieves cannot force open. These make up the burglars, 
pickpockets, and tea-leafs of the Taunters.
The kind of NPCs found within this group would be 
scouts, spies, and goblins. They are led by the exotic 
beauty Takisha (CG, female human assassin).
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The Pensieves
Little to nothing is known about the most secretive group 
of the Taunters. Few amongst the guild itself are aware 
of its presence, and those that have heard of it believe 
they are simply a legend to keep the rank and file in their 
proper place. A complete mystery for commonfolk.
They are real, however, and although far fewer in num-
ber and certainly less active than the other groups, the 
Pensieves are by far the most profitable. These Pen-
sieves are the last of the great Thought Thieves.
The NPCs found in this group could be any of the above 
or none of them (see pensieve acolyte statblock).
They are led by Morthos Ambition, about whom little to 
no information is known. The leader of mysteries.

Taunters Headquarters
The Taunters have dozens of hideouts, safehouses, and 
bases hidden in plain sight all over the portside metrop-
olis of Pamor, but it is widely known that they have no es-
tablished headquarters. People started to believe this be-
cause of the Thought Palace stories and rumors.
As tall a tale as any that has ever been spun by the Cons, 
the story goes that the leaders of the Taunters never 
meet in person, in secret, or otherwise. Instead, the ru-
mors claim that they meet within a fortress made of pure 
thought. There is no proof of this to this day, though.
It is said, albeit only in whispers, that anything can be-
come real in this place of ideas and that the Stanchon 
can bring anything into reality simply by wishing it true.

Guild Perks
It is not out of the scope of an adventurer’s life to become 
a member of the Taunters. They would gain certain ben-
efits but they all, of course, come with a price.

Special Assignments. A member of the Taunters 
might be asked to help with an ongoing heist with the 
Lifters. Or perhaps enforce some brutal justice with the 
Brawns. They might be assigned to attend a masquerade 
ball to help the Cons. Or they might even, should they 
be so gifted, be invited to work with the Pensieves. The 
Taunters know how to reward a job well done.

Stolen Goods. A Taunter would have access to a syn-
dicate of fences for selling stolen goods or even sourcing 
a particular magic item or piece of information. Use this 
as an alternative adventure hook for your campaign.

Lying Low. If the characters need to lay low after a 
dangerous quest, the Taunters can offer safety and so-
lace while the heroes are being looked for. A place in a 
safe-house or protection for an important NPC perhaps. 
The Taunters will surely ask for something in return.

Pensieve Acolyte
Medium humanoid (any race), any neutral alignment

Armor Class 13 (leather armor)
HP 33 (6d8 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA
11 (+2) 14 (+0) 12 (+1) 13 (+0) 10 (+1) 14 (+0)

Skills Arcana +3 Deception +4, Persuasion +4
Senses passive Perception 11
Languages Common. Can communicate telepathically with 
any creature within 30 ft.

Challenge 2 (450 XP)

Stillness of Mind. The pensieve has advantage on saving 
throws against being charmed or frightened.
Innate Spellcasting (Psionics). The pensieve spellcasting 
ability is Intelligence (spell save DC 11, +3 to hit with spell 
attacks). It can innately cast the following spells, requiring no 
components:
(At will): mage hand (the hand is invisible), vicious mockery
(1/day each): command, inflict wounds, shield of faith
(1/day each): detect thoughts, hold person, spiritual weapon

Actions
Multiattack. The pensieve acolyte makes two attacks.
Psychic Dagger. Melee or Ranged Weapon Attack: +4 to hit, 
range 60 ft., one creature. Hit: 4 (1d4 + 2) psychic damage.

Pensieve Acolytes are the lowest ranks of the Pensieves 
and as such, they have only managed to fashion their 
thoughts into daggers. But they are still sharp and lethal.

Nonetheless, a Pensieve is unlikely to face an opponent 
in open combat. They’d rather use deception or manip-
ulation. Such powers make them a far more dangerous 
foe. They always shift the field to their advantage.
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Ask and you shall receive the tools to do it. But fail on your task and your life 
shall be forfeit. Your soul shall be imprisoned in a delicate obsidian effigy.

Old Adage

Curse of the Obsidian Idol

D el ve  L evel  6  ( 4 , 9 0 0  X P )

1 knight
6 shadows
2 wraith

Setup
Empowered to succeed, mortals go to unimaginable 
lengths to fulfill their dreams. Few obstacles can stop a 
determined individual. But when that happens, the in-
surmountable weight of failure and sorrow is strong 
enough to crush any person. Few climb out of the bot-
tomless pit that lifelong failure is. And those who do be-
come disgusting husks of their former selves.

An ancient, ageless, demonic entity pondered this sub-
ject for decades. Marveled by the determination of hu-
mankind, the demon tinkered with ways to lure them and 
seduce them with hollow promises. To offer them some-
thing of apparent value that would undoubtedly bring 
them closer to their demise. The demon had limited in-
fluence in the world of men but through clever spells, 
incantations, and its agents in the Material Realm, a 
cursed shrine in the forest depths was built. In its center, 
a deformed, looming, obsidian statue rises among the 
desiccated trees. Rumors about the shrine were spread 
to lure hapless people into the forest depths. Kneeling 
by the strange obsidian effigy, people prayed and made 
all kinds of wishes to the obscure figure. A spectral voice 
answered their prayers with a magical contract:

You’ve come this far to ask for help. I shall aid you 
but the price is steep for those who have all to lose. 
Fail this quest and your soul shall be mine to keep. 

Succeed, and you alone shall reap the benefits...
And so, countless people have come throughout the ages 
to recite their ultimate wish. The obsidian idol always 
provides the tools or abilities to fulfill their desires but 
the individuals must work and succeed by themselves. 
Some have done so and are better for it. But true deter-
mination is a rare quality; most people ultimately failed 
despite having the tools to achieve victory. Their souls 
now reside in one of the twelve obsidian trinkets that sur-
round the strange demonic statue. Myth became a leg-
end and now people in the area think the place is cursed.

The Mourning Knight
A retired knight mourns the untimely death of his 
only son. Sir Garret is a renowned warrior and a hero of 
war. His son, Dante, could not endure living under his fa-
ther’s shadow as he failed to live up to the expectations 
of everyone around them. Dante heard the legends about 
the cursed idol in the Shriveled Forest and its ability to 
make people’s desires come true. He visited the obsidian 
statue and desired to be better and more respected than 
his father, Sir Garret. The statue gifted young Dante a 
magical sword and promised it would be enough to earn 
him such success. Weeks later, Dante and two friends 
tried to collect a best-hunting contract and found their 
way to the lair of a ravenous chimera. The three young 
men died horrible deaths fighting the merciless monster.

Adventure Hook
Sir Garret offers a reward of 1,000 gp to escort him to 
the obsidian idol’s statue where he intends to find a way 
to bring his boy back to life. He means well his mental 
state makes him susceptible to the demon’s ploys.
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2. The Obsidian Trinkets
Two rows of granite plinths hold a decadent collec-
tion of obsidian figurines. Each roughly resembles a 
headless human form. The trinkets produce a warm 

glow that paints objects around them scarlet.
The souls of countless individuals lay trapped inside the 
obsidian figurines. Looking into any of them for at least 
1 minute allows a person to see the tormented faces of 
the souls trapped within. One hour of meditation allows 
for telepathic communication with them too. Alas, most 
souls utter unintelligible nonsense as their minds have 
gone insane after their eternal imprisonment.

The souls can be released by destroying each trinket 
but only adamantine tools or weapons can achieve this. 
Attempting to damage any of the obsidian figures causes 
the guardians to appear at once (see area 4). Souls thus 
released depart to the higher planes and are available for 
resurrection magic after one year of rest.

3. Blighted Flora
The forest features all manners of flora and fungal life. 
However, within 100 feet of the obsidian idol, the few 
remaining living organisms have adapted to withstand 
the aura it radiates. Some have grown resistant to the 
magic, while others are infused by it. Resistant plants 
can be crafted into gear and potions that bestow resis-
tance (necrotic). The necromancy-infused plants are poi-
sonous and deadly to consume. They can be processed 
to produce Torpor poison (DC 16 Nature). Ingesting this 
substance causes nausea and incapacitation.

History Check
DC 12: The legend of the cursed obsidian idol is a cau-
tionary tale that often describes a person asking for wish 
to the statue in the Shriveled Forest. The wish is always 
misconstrued and turned on the petitioner, causing terri-
ble results. The moral of the story is that cheating one’s 
way around hard work always leads to unwanted results.
DC 15: The children’s tale is based on something real. 
There is an obsidian shrine in the depths of the Shriv-
eled Forest where countless pilgrims have traveled to 
pray to a strange figure that historians cannot identify. 
The results of these prayers are unknown.
DC 18: Obscure elvish tomes describe that an other-
worldly entity can communicate through the obsidian ef-
figy. People are rewarded for their devotion but it is un-
derstood that their souls are the true currency here.

1. The Shriveled Forest
The characters accompany Sir Garret through the for-
est to find the obsidian shrine. The demonic aura in the 
shrine causes all plant life within a mile to shrivel and 
die. The characters approach the shrine in this grim sce-
nario of desiccated trunks, dead plants, and the skele-
ton remains of numerous forest creatures. A detect mag-
ic spell reveals a faint aura of necromancy that grows 
stronger as the characters approach area 1.

Careful exploration of the forest reveals that animals in 
the area leave deformed footprints; their droppings also 
indicate dehydration and bad health (DC 14 Nature). 
Strangely enough, a narrow trail leads east. This path 
takes the characters directly to the obsidian shrine.
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4. The Obsidian Idol
A faceless, fallen angel’s statue rises as tall as the 

desiccated trees that surround it. Trails of heavy mist 
erupt from its cracked, glass-like surface. Its lack of 

facial features resembles a bottomless abyss.
Creatures within 50 feet of the obsidian statue suffer 
from a strange psychological effect (DC 15 Wisdom). 
Those affected feel their steps grow heavier as they ap-
proach the statue and have a soul-crushing certainty that 
the statue’s faceless gaze follows them around.

Within 20 feet of the statue, the characters and Sir 
Garret hear the telepathic call of the demonic entity that 
offers them the tools or power to achieve their goals. Any 
character can make a wish if they want to. This effect is 
as powerful as the wish spell but the demon is in com-
plete control to decide how to ‘help’ or ‘aid’ the character. 
Ultimately, it is understood that the price for failure is 
the character’s soul, forever imprisoned in the trinkets. 
The GM should carefully decide how to fulfill the charac-
ters’ requests to steer them in the right direction while 
keeping the possibility of their utter failure.

Sir Garret’s Demise
The mourning man requests the resurrection of his 
son. As it is in the demon’s power to grant this. The de-
mon gifts the knight a necromancy-infused blade and 
asks him to exchange his son’s life for the characters’. In 
addition to the blade, the statue’s guardians emerge to 
help Sir Garret succeed. Two wraiths and six shadows 
materialize and attack. Remorseful, but determined, Sir 
Garret (knight) turns on the characters and charges!

Development
Sir Garret accepted the demon’s evil offer as a last 
resort to bring his son back to life. For the demon, this 
is a win-win situation. The characters’ souls shall be free 
for the taking if the knight succeeds. If he fails, the de-
mon keeps both the boy and his dad’s souls. And, in this 
scenario, the heroes could still want the devil’s bargain.

In case the characters succeed and defeat poor Sir 
Garret and the undead creatures, the knight’s soul is for-
feit. Even if the characters spare his life and attempt to 
arrest him, the knight is still bound to the demon’s con-
tract. After his defeat, Sir Garret’s soul is ripped from his 
body and stored in one of the obsidian trinkets.

Should Sir Garret prevail and defeat the characters 
with the demon’s aid, the characters’ souls are impris-
oned in the trinkets forever. The demon is uncannily true 
to its word and brings young Dante back to life.

Features of the Forest
Terrain. Square partially occupied by roots, trunks, or 

plinths is considered difficult terrain.
The Statue. The obsidian idol can be damaged and 

destroyed with weapons or tools. However, the magic 
stored in the trinkets is used to repair it each dawn. The 
statue cannot be destroyed before the trinkets.

Lights. Sunlight cannot pierce the necromancy aura in 
this part of the Shriveled Forest. Only the warm light that 
the obsidian trinkets produce can be seen in the shrine.

Reward. Sir Garret carries the 1,000 gp he promised 
to the characters as he truly intended to pay them.
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The landscapes and events of all dreams are real. They did occur somewhere; 
and the tree holds all their significant meanings. You shall learn that here...

The Elder Oneiromancer

Tree of Lost Dreams

Generation after generation, the subject of 
dreams has enraptured the minds of all manner of schol-
ars, researchers, magicians, and even higher beings like 
fae creatures and dragons. There is something about the 
oneiroscape that eludes the mind. The fleeting remem-
brance of dreams after waking up. The impossible land-
scapes and the strange interactions with the world. It all 
seems so vivid, and yet, most people discard it as a play-
trick of the mind; a past-time of the resting brain.

But some enlightened individuals are privy to the truth. 
That dreams are in some way real because the sleeping 
mind journeys to a strange place where the force of will 
and thought have the power to change the landscape and 
shape its laws. They call it the Dream Realm. It is a place 
most people have visited, but only with their minds.

Adventure Hook
Tree of Lost Dreams is a level 7 adventure that begins 
with one or any combination of these hooks:

Dreams of the Great Tree
One or more of the characters have a vivid dream where 
they visit a large hollow tree and meet with a robed fig-
ure. The strange being gifts them an ornate, flowery, cop-
per key that feels meaningful in the dream. Upon inves-
tigating it, the characters learn about the Tree of Lost 
Dreams in the depths of the Crabapple Forest.

Finding the True Meaning
Use this adventure as the stepping stone on a larger 
quest in your campaign. As the GM, you may use this 
adventure to give the party important information about 
the quest at large through the form of cryptic visions 
or half-remembered dreams. The dreams are vivid and 
leave a sense of longing and desire to know more. After 
looking into the subject, the characters learn that an ob-
scure figure known as the Elder Oneiromancer resides 
in the Crabapple Forest and has the gift to re-live dreams 
and interpret the meaning of oneiric experiences.

Looking for the Gate
The characters look for a way to physically travel to the 
Dream Realm for reasons pertaining to their overarch-
ing campaign. Looking into it, they are sent to look for 
the Elder Oneiromancer in the Crabapple Forest.

The Legendary Tree
The Tree of Lost Dreams is a temple dedicated to the 
Dream Realm. It is located in the Crabapple Forest, on 
the edge of reality; adjacent to the faraway realm of onei-
ric journeys. It is home to a strange, ancient cabal of oth-
erworldly elders that can interpret dreams or allow oth-
ers to see their dreams more clearly. Within the great 
hollow tree, the elders pose riddles and test visitors.

Scholars think they do this to root out those who are 
unworthy of achieving higher understanding. But their 
guess is as good as anyone’s. The true motives and objec-
tives of the oneiromancers are unknown.

History Check
DC 14: The grand hollow tree is home to a brother-
hood of strange mages that call themselves ‘the oneiro-
mancers’. Rumors say that they give meaning to dreams 
and allow people to commune with their inner selves.
DC 18: An old elvish tome claims that a portal to the 
Dream Realm is guarded by the oneiromancers in the 
tree. It is the only gate in the Material Plane.

Reaching the Tree
The journey to the tree is uneventful and dull. Cra-
bapple Forest is inhabited by mostly harmless creatures 
and reclusive fae beings that remain out of sight.

1. Entrance by the Roots
The tree of dreams sits on a clifftop, its roots branch out 
from the solid stone as if grasping for air. Druidic carv-
ings on the exposed roots and rocks display the dreams 
of countless individuals. A door in between the roots 
leads up to the tree. The elder’s throne in area 9 is bare-
ly visible through the thick mist that envelops the tree.

2. Terrace of Meditation
Several rock formations in the area form a crude obser-
vatory. The movements of astral bodies and their names 
are scripted on the old stones. Careful investigation of 
the runes reveals that there is a gate in the tree that only 
activates during the equinoxes. The nearest one is in 2 
weeks. There’s a 2-in-6 chance that a satyr from area 4 is 
found meditating by the ancient observatory.
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3. Voices from the Past
Five 3-foot-tall, stone heads form a circle in a chunk 
of rock suspended in mid-air, supported only by two 
roots. The heads’ eyes move as if following the wind.

The souls of five elf scholars inhabit these rocks. They 
are experts on the subject of dreams as they have dedi-
cated countless years to study here in the tree. They can-
not, however, give the characters the true interpretation 
of a dream. If the characters stay to converse, they can 
learn the story of the tree about the oneiromancers.

4. Visitors’ Camp
There is a permanent camp at the end of a thick root that 
supports a chunk of flat rock. At any given time, there are 
at least three other people in the camp. Satyrs frequent it 
because their village is less than a day away. A satyr and 
an elf play dice and bet who will be the first to have an 
audience with the elder. From them, the characters learn 
that all petitioners must succeed in the elders’ tests if 
they are to secure an audience in the throne room.

5. The Sphinx’s riddle
A gynosphinx sleeps by the door to area 8. She is a 
guardian of the magical gate in area 12 and poses rid-
dles to visitors to prove their wits. When the characters 
arrive at her chamber, she says the following:

I bear the weight of sparks, but do not catch alight. 
I feel the blows hammers, but back I do not fight. 

Of weaponry, I’m made the same, but I bear no bladed edge. 
I bear the weight of arms of steel upon my head.

The answer is ‘Anvil’. If the characters guess it right, 
the sphinx lets them through. Otherwise, the only way 
through requires defeating the sphinx in combat. She 
Teleports to area 12 if dropped to a third of her hit points.

6. Room of Dreamers
This secret room contains five straw beds where the 
oneiromancers sleep. Their bodies are weak, fragile, and 
overgrown with vegetation and roots. A healer knows 
they could not walk or move at all if they woke up. Still, 
they breathe and live. Slaying the oneiromancers in cold 
blood here prevents their appearance in area 8.
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Features of the Tree
Lights. A neutral magical light shines in each chamber 

within the hollow tree. It cannot be turned off.
Secret Doors. False walls slide inward if pulled to re-

veal a narrow passage to a new section within the tree. 
Areas 6, 7, and 10 can only be reached this way.

Magical Aura. A detect magic spell reveals strong con-
juration auras that come from areas 9, 11, and 12. These 
auras can be perceived from as far as 300 feet.

Mind Over Matter. Within the tree, the laws of physics 
are mutable if a strong enough mind attempts to bend 
them. Any creature can concentrate to attempt to change 
the nature of reality (DC 20 Wisdom). Anything can be 
attempted but the GM is the sole judge of the scope and 
reach of this mental manipulation of the world.

This adventure belongs to a series of collaborative 
projects that involve other Patreon creators. This 
one-shot adventure features work by Elven Tower 
and Fernando Salvaterra. Check out their Patreon 

pages for tons of adventures and great cartography!

7. The Dragon’s Remains
The bones of a dragon lie in this room. The dragon’s 
name was Vargeillan. He came to dream with the elders 
centuries ago and perished after a lifetime of dreaming. 
Vargeillan can be encountered in the Dream Realm.

8. Chamber of Fate
Two dozen creatures lie sleeping on the floor of this 
chamber. They dream with the aid of the oneiromancers 
and have total control of their experience in the Dream 
Realm. The five oneiromancers manifest here to test the 
characters' resolve in the form of two mages, and three 
cult fanatics. They are incorporeal apparitions that fade 
out if they are defeated. Surpassing this test allows the 
characters to speak with the elder, use the Pond of Re-
membrance, and access the Gate to the Dream Realm.

9. Throne of the Elder Oneiromancer
After proving their worth in area 8 the characters may 
speak with the Elder Oneiromancer. This cryptic entity 
can allow a character to relive a dream to learn more 
from it or it can interpret puzzling revelations from past 
dreams. With the elder's blessing, any character can 
sleep on the floor of area 8 to travel to the Dream Realm 
and have enhanced control over common dreams.

https://www.patreon.com/elventower
https://www.patreon.com/tomeofsalvaterra
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10. The Elder’s Resting Place
A single flowery enclosure keeps the physical body of the 
Elder Oneiromancer. It is in the same state as those in 
area 6. Slaying the elder in cold blood here prevents its 
appearance in area 9 (see Conclusion).

11. Pond of Remembrance
The shallow pond in this chamber is fed from the Tree 
of Dreams sap. The water-like substance creates strange 
reflections that shift. Creatures can look into it to see any 
event in their lives. The projections cannot be changed. 
They are true representations of the event that creatures 
can use to learn more from their past.

12. Gate to the Dream Realm
A magical circle dominates the center of the roof-less 
chamber. Intricate patterns of flowers and greenery dec-
orate the circle’s fine gold inlays. Creatures can stand 
on the circle to activate it. This triggers a gate spell that 
leads the characters to the Dream Realm. This is a phys-
ical journey, not a dream. The laws of nature there are 
mutable and strange. They should be careful.

Conclusion
The characters reach the end of this adventure and 
must face the consequences of their deeds:

The Hall of Roots
The Elder Oneiromancer reveals that the characters’ 
presence in the Tree of Lost Dreams was foretold in 
oneiric premonitions long ago. The elder possesses a 
flowery, copper key that is said to allow access to a fa-
bled location in the Dream Realm known as the Hall 
of Roots. The elder insists that the characters are fated 
to go there in their lifetime. The nature of the charac-
ters’ involvement in these events remains elusive, even 
to the Elder Oneiromancer. Should the characters wish 
to know more, the elder instructs them to travel to the 
Dream Realm to consult a dragon sage named Vargeil-
lan who was a visitor of the tree centuries ago.

The Meaning Revealed
If the characters have come here to unveil the signifi-
cance of a recurrent dream that they experience, the El-
der Oneiromancer can help them understand it. If the 
dream is remembered well enough, the elder knows the 
meaning and is free to share it. Otherwise, the character 
must sleep on area 8 to experience a guided dream. The 
elder accompanies them and allows them to see things 
more clearly. Thus exhibiting its true meaning.

This development requires preparation on the GM’s 
part. The dreams and their hidden meanings should per-
tain to the overarching campaign that the characters are 
involved in. Acquiring knowledge through dreams or by 
visiting the Dream Realm is meant to be meaningful. 
This is the stepping stone through which the characters 
reach the next stage in their adventuring career or quest.

The Gate
The magic circle in area 12 allows the characters to have 
a planar journey to the Dream Realm. Traveling there is 
meant to be a high-level adventure. The Dream Realm is 
not welcoming to physical creatures. Its laws and magi-
cal nature may blow on the characters’ faces if they are 
not careful and plan their trip well. Future adventures in 
the Dream Realm are up to the GM’s discretion.

Destroying the Oneiromancer’s Legacy.
If the characters gain access to the secret areas and slay 
the oneiromancers in cold blood, the legacy of their work 
is destroyed. All dreamers in area 8 wake up, and the el-
der’s interpretations are no longer accessible. The Tree 
of Lost Dreams’ fate is sealed. It begins to die and with-
ers within a year. The pond in area 11 dries up and all 
other magical properties fade out. The gate in area 12 
remains, it is now available for all to use. Alas, evil crea-
tures from the Dream Realm notice the unattended por-
tal and soon come forth to wreak havoc upon the world.
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In ways, much is lost of the old sentient nautiloid. However, I’ve come to love 
the vessel for its speed and reliance. I can feel it listen to my commands...

Captain Gom Hudley

Starry Horizon, Nautiloid

T
he commonfolk do not concern themselves 
with the vast variety of cultures and envi-
ronments that the multiverse harbors. Why 
would they? They live their petty, boring lives 

and still find content in the secluded nature of their ex-
istence. But others are more ambitious, daring individ-
uals. Daredevils that surf the waters of the Astral Sea 
looking for adventures and forsaken treasures. Magical-
ly prepared vessels are required to traverse the strange 
waters of the Astral Sea. These ships are colloquially 
known as spelljammers. Powerful floating devices that 
can transport a crew of brave people to the farthest plac-
es in the multiverse. The rarest of them are alive and 
sentient themselves, the nautiloids. They brandish large 
shells and countless tentacles. It is known that whoever 
pilots such a ship must have a close mental link with the 
strange creature whose body is used as a planar ship.

The Captain’s Promise
A renowned captain among the numerous crews that 
sail the Astral Sea once established a working relation-
ship with a large crustacean creature, indigenous to the 
ethereal waters. Captain Gom Hudley crafted a nautiloid 
with the creature’s permission and, thus, gained access 
to a powerful ship. It became the flagship of his pirating 
organization. Other warring factions grew afraid of Cap-
tain Gom’s vessel. It was called ‘Starry Horizon’.

The cryptic crustacean once heard the tale of a hidden 
place in the infinite Astral Sea where more of its kind 
were free to live in peace. It agreed to travel with Cap-
tain Gom’s crew as long as the pirate captain pushed 
the boundaries of known star maps so that they could 
one day find the fabled home it heard about. The captain 
promised to look for the place and that their working re-
lationship would end right then. The crustacean would 
be free to leave and stay with the rest of its kin.

The Nautiloid’s Demise
Captain Gom Hudley’s possession of the priced ship did 
not go unnoticed. Multiple factions of pirates, brigands, 
and even merchant princes took a deep dislike. Born 
from envy and fear. Alas, a fleet of ships ambushed Star-
ry Horizon and dealt lethal damage to the living vessel. 
Captain Gom managed to steer away from the conflict in 
a dying ship; looking for a safe harbor to rest and heal.

The Half-Living Vessel
After Captain Gom was defeated, he laid low for 
weeks trying to heal the wounded crustacean with nat-
ural and magical means. He exhausted all resources but 
the nameless crustacean perished, at least in some way.

Despite the creature’s untimely death, some of its parts 
remained active and life-like. The frontal tentacles appear 
to live, the outer shell continues to grow and secrete pro-
tective oils, and the inner living walls continue to breathe 
in and out. Scholars and spellcasters who reviewed this 
phenomenon could not explain how the brainless crea-
ture could still partially live. They theorized that the mag-
ic engine that propels the vessel across the Astral Sea 
may have fused to some of those body parts, allowing 
them to cheat death. Still, those are only theories.

Captain Gom decided to keep looking for the strange 
place in hopes that the crustacean’s kin could find a way 
to heal it back to full health. The captain carried on with 
his pirate life for a few decades until he was wounded 
in the calf and had to forcefully retire. His pirate days 
were over. During these long years, Captain Gom expe-
rienced vivid dreams where the crustacean would com-
municate with him. It told him stories from the Astral 
Sea and thanked him for continuing the search for its an-
cestral home. The captain believes that the creature can 
still communicate but dreams are the only means it can 
reach him. No one else has had these dreams, though.

Adventure Hook
The characters have grown in importance and reputa-
tion in the area. So much so that Captain Gom Hudley 
has taken an interest in them. The retired adventurer 
summons the characters for an audience to offer them 
a once-in-a-lifetime opportunity. The pirate requests that 
they take the Starry Horizon and push the boundaries of 
the charted paths in the Astral Sea. They must travel far 
and wide in the hopes that they find a place where oth-
er crustaceans like the one that the ship is made of live.

The pirate probably won’t be alive to witness their suc-
cess. It is up to the characters to choose how to seek this 
place. Captain Gom trusts that the crustacean will com-
municate with the new captain through dreams soon...
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5. Cargo Hold
This is the ship’s cargo hold. Supply crates, barrels, 
and all manner of cargo are held here. The walls of this 
chamber move in and out as if breathing. The cycle lasts 
5 minutes and the chamber becomes 20% smaller at the 
end of the cycle before reverting to its normal size.

The characters must understand the nature of the 
chamber to avoid their cargo being moved around at 
best, or crushed by the moving walls at worst.

6. Antechamber
The small room contains a weapons table and a small 
desk with entry journals and cargo manifestos. Two 
paintings decorate the walls of this chamber. The first 
one depicts Captain Gom holding a recently caught fish, 
as long as he is tall. The second painting portrays the 
Starry Horizon soaring through the skies.

7. Living Area
A central chamber for resting or recreation. It contains 
a table with four wooden chairs. The walls are decorat-
ed with hand-drawn images of Captain Gom and his 
crew, presumably. Etched on the stern wall is the phrase: 
“I promise you we will find it, take what it takes”.

8. Captain’s Cabin
This was Captain Gom’s cabin before he moved to the 
lower deck to better hear the cryptic messages that the 
crustacean sent him from time to time. A portrait of him, 
young and smiling, hangs on the wall. The character that 
takes the title of captain is expected to rest here. After 
using the cabin for at least three weeks, they experience 
their first communication dream. In it, the crustacean at-
tempts to explain Captain Gom’s promise.

History Check
DC 14: The Starry Horizon is a popular vessel among 
the warring factions that sail the Astral Sea close to 
known locations in the charts. It is sure to attract un-
wanted attention from all kinds of criminals.
DC 16: Nautiloids are rare. Apart from the Starry Hori-
zon, there must be less than 10 in circulation. The en-
gine requires refueling once a month. Missing this dead-
line might cause the ship to drift into uncharted waters.

1. Main Deck
The nautiloid’s main deck’s surfaces and handrails are 
made from an artificial polymer that is as hard and dura-
ble as tempered steel. The grated opening in the deck is 
the only way down to the lower deck (area 3).

There are two lateral harpoon guns and a front-facing 
one on the deck. A person can operate any of them to 
shoot ballista bolts or harpoons. Captain Gom used the 
harpoons numerous times to capture enemy vessels.

Harpoon Gun. Ranged Weapon Attack: +5 to hit, range 
80/320 ft., one target. Bolt Hit: 12 (3d8) piercing dam-
age. Harpoon Hit: 3 (1d6) piercing damage and the tar-
get becomes tethered to the Starry Horizon.

2. Crustacean Shell
The crustacean’s conch shell varies in width but it is 2 
feet wide at its narrowest point. It has a spiral shape with 
countless crenelations and naturally-occurring patterns. 
The shell bears the scars of countless battles. When the 
shell breaks, the creature’s healing mechanism fills the 
opening with molten silver and mother-of-pearl. The fine 
silvery cracks cover the entirety of the shell, contributing 
to its natural beauty and artistic imagery.

3. Lower Deck
The flooring of the lower deck is formed from the crus-
tacean’s lower body. The floor and the walls are alive. 
Toward the vessel’s bow, the floor and walls are divided 
into dozens of hardened tubes. They are the base of the 
nautiloid’s tentacles. Irregular vibrations from the tenta-
cles’ involuntary movements can be felt at all times here.

4. Lower Quarters
Captain Gom Hudley moved to this room five years be-
fore retiring after noticing that the dream communica-
tion with the crustacean happened more often when 
sleeping here. Captain Gom believed that being closer 
to the creature’s base had such an effect but it was only a 
way to explain the enhanced dreaming.

Creatures that sleep here have their first oneiric vi-
sion after a week. In this preliminary communication at-
tempt, the crustacean displays images of its adventures 
with Captain Gom Hudley and of the fabled location that 
the captain and it have spent their lives looking for.
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9. Crew Cabins
The four cabins can house up to three crew members 
with additional hammocks. Each of the cabins contains 
the bare necessities like a night table or a chest.

10. The Bridge
Three steel seats dominate the bridge, the central one is 
considerably larger than the others and is reserved for 
the nautiloid’s captain. The seats’ arms contain complex 
buttons and mechanisms to pilot the ship. The captain 
can perform all actions from the main seat but two other 
people can help with smaller tasks by using the second-
ary seats. The shell’s outer casing bow-side features two 
one-way windows over the planar engines.

It is expected that a spelljammer captain is a spellcast-
er but anyone familiar with sailing can use the seat con-
trols to communicate with the ship and control it. Behind 
the control seats, there is a planning table with updated 
charts of the Astral Sea and numerous unexplored loca-
tions near known regions. Captain Gom makes a point 
to gift these valuable maps to the character. The old pi-
rate insists that the maps are priceless to an explorer.

11. Planar Engines
Right under the control seats, the planar engines roar 
like thunder when the ship is ordered to achieve full 
speed. These delicate arcane devices are capable to pro-
pel the ship through the Astral Sea and into the outer 
planes if needed. They are state-of-the-art magic devices 
that other vessel captains would kill to acquire. The Star-
ry Horizon had a different engine originally but Captain 
Gom took these from a captured vessel 7 years ago.

12. Engine Room
The engine’s energy source must be replaced once a 
month to keep the ship’s flying capabilities in order. A 
half-pound adamantine ingot and a few gallons of Astral 
Sea water are the engine’s fuel. The water is consumed 
by the engine and must be replaced constantly, an auto-
mated process when sailing in the Astral Sea.

The adamantine ingot, however, is a rare commodity 
that the ship’s captain must keep in mind at all times. It 
is a top priority to avoid running out of fuel.

Features of the Nautiloid
Smell and Sounds. The stench of shellfish permeates 

all areas but the odor becomes unnoticeable after a few 
hours on deck. The lulling sound of slow breathing from 
the walls and lower deck can be heard in any area.

Lights. The sconces feature continual flame spells. The 
magic fades in seconds after the torches are removed.

Magical Censor. The ship recognizes its crew mem-
bers. Other creatures that attempt to cast a spell while 
on the ship are hit by arcane noise that causes them to 
lose the spell and miss (DC 16 Concentration). In addi-
tion charm spells from all sources automatically fail.

Enhanced Healing. Rest within the quarters is mag-
ically enhanced. Creatures gain advantage on saving 
throws against diseases and poisons.

Self-Healing. The living parts that remain (shell, ten-
tacles, walls) heal at a fast rate. Deep cracks, tears, or 
holes seal up and heal within 1 or 2 weeks.
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The Mirror of Snakecharm

Introduction
The small town of Swampville was plagued recent-
ly by a curse. Many well-respected citizens have been 
turned into snakes! The town is a prosperous cultural 
and commercial center with only one problem: a huge 
swamp that lies to the south. An evil witch claimed it as 
her adobe and, being sinister and greedy, she is selling 
her services to equally evil and malicious partners. She 
can permanently turn an individual into a vile snake for 
a high amount of gold. A spell that no magic can cure!

Getting Into the Adventure
The number of citizens that are being transformed 
into snakes is growing alarmingly and the good people 
of Swampville grow anxious. No matter what they do to 
protect themselves nothing seems to work. Illegal sales 
of charms, potions, elixirs, and pendants soared, and the 
services of arcane and divine users are in high demand 
but still, there is no effective protection.

In the last months, a flock of different groups of people 
has arrived in the town and the PCs may have been with 
them, use the table below:

Roll 1d6 Event

1 One of the characters is from 
Swampville and wants to help

2 A fellow from their past or backgrounds 
asks them to investigate.

3 A frightened merchant asks them to ac-
company him in addition to his escort.

4
A weird person from a snake-worship-
ing cult asks the characters to accompa-
ny him within the swamp.

5 An old sage wants to study the event 
and needs assistance.

6
The duke of the region pays a huge sum 
to anyone who can solve the mystery 
and save his subjects.

A compelling adventure by Viel Nast

As they arrive in the town, a howling of anguish hovers 
over the usual noises of the merchant town. A woman 
holds a snake and claims that it is her husband!

Swampville
The characters can talk to the people from Swampville 
and begin picking up rumors using the table below:

Roll (d6) Rumor has it that…

1
There is an evil witch in the swamps. 
She knows black magic and is the one 
responsible for all this trouble (true)

2 The ancient snake god that lives in the 
swamp has punished us (false)

3 A curse may be the source of these 
snake-related events (true)

4
The transformed people were all suc-
cessful merchants and vendors with 
many enemies… (true)

5
A plague is coming when all will be 
turned into snakes and then killed by 
wild animals! (false)

6 The transformations of all the victims 
happened at night (true)

If the party has magic users of any type or level, they re-
alize soon that they are unable to reverse the curse or 
cure the poor people. Nothing can be done to save them.

Development and Investigation
The characters are approached by the families of the 
victims and other scared villagers asking for help. After 
some time in the area, the characters learn that the com-
mon thing all victims had is that they were successful 
and rich merchants. The follow-up of their investigation 
leads to some suspects. Under enough pressure, one of 
them admits to going to the swamp and paying the witch 
a huge sum to “punish” his business partner for cheat-
ing. The rich plot against the rich to position themselves 
better in the future market. They destroyed each other.
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The Grimoire and the Mirror
The characters get ready to leave and investigate the 
witch in the swamp. But just before heading for the 
swamp to track the hag, the wife of one of the victims 
gives the characters a grimoire she found in her hus-
band’s library. She says that when the snake transforma-
tions began, her husband, a rich merchant of books and 
parchments, had acquired this book to protect himself 
but didn’t read it. He was transformed the same day.

The book was written two centuries ago. It narrates the 
same events that happened in an unknown town. The 
people of that ancient town faced the same threat but 
failed to trap the witch, and thus, she turned them into 
snakes and the town and all its treasures remained there 
forever (adventure hook). The witch is immortal, and her 
magic is powerful. The only way to break the curse is to 
trap her using her black magic against her.

Mirror of Snakecharm
The old grimoire explains the way to trap a demon or 
witch into an artifact called the “Mirror of Snakecharm”.

The characters can also read the instructions to cre-
ate such a mirror. They must acquire pure silver binding, 
and line the mirror’s back with the snakeskin of her vic-
tims. The mirror must then be shaped into the image of 
a woman using hair and clothes that belong to the witch. 
Then, the last and possibly the hardest step, they must 
lure the witch to transform her own reflection…

After learning all this, the characters must travel into 
the swamp and pretend to be clients. They must pay the 
witch to lure her into town. The characters must take ad-
vantage of her time away from home to steal her spare 
clothes as well! Then, the characters must find an aban-
doned house, place the mirror inside, and prepare the 
mirror to speak the incantation. The witch shall be asked 
to transform a “woman” living alone in the house.

Hopefully, the witch will enter the house and curse the 
first person she sees. By the time she realizes the victim 
is herself in a mirror, the curse will have rebounded on 
her. When the witch is turned into a snake, all the other 
curses lift and the people from Swampville return to nor-
mal. There is one condition, though. The hag must re-
main a snake forever for the cursed villagers not to revert 
to their slithering shapes. The heroes must find a way to 
keep the transformed witch safe and alive.

If the witch fails and gets cursed by her own magic, 
she’s filled with grudges and hate. The snake-witch will 
do what it can to take her own life. This is because if the 
witch perishes, her soul would be free and the cursed 
individuals befall the same fate again (adventure hook).
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Now, I did a job. I got nothing but trouble since I did it, so let me make this 
more than abundantly clear. I do the job. And then I get paid...

Mal’ Reginald

Serenity

T
he Astral Sea is home to some of the most 
complex life forms. Some call it the sea of 
doors because it is also a pathway, a door to 
enter most planes of existence. For a while 

now, pirates, scoundrels, and sailors of this no man’s 
land have learned to navigate the vast seas on new ships 
called nautiloids, spelljammers, or astral boats.

Having one of these vessels is enough reason to pro-
cure strong muscle or security. They are cherished ve-
hicles of incredible energy and power. This is because 
the living squid or the nautiloid monster within the ship 
forms a link, a symbiotic relationship, not only with the 
vessel itself but with the person commanding it. This 
mental link holds great importance to both parts.

Just “Serenity”
The nautiloid ship called Serenity and its captain, 
the 7-foot-tall man by the name of Mal’ Reginald, have 
traveled the Astral Sea together for more than two de-
cades now. Their time together has been full of thrill and 
suspense. Over the years, he has gathered a group of 
skilled people he calls a family. They are his crew. And 
to all people that call his ship “The Serenity” he kindly 
smiles but never fails to correct them: “Just - Serenity”.

Tell Them I Ain’t Coming Back
Long ago, Mal used to work for the Great Guild of the Ma-
terial Plane. He would do small jobs and go from point A 
to point B for small sums of money. But one day, he could 
not avoid a great belt of asteroids and crashed. A large 
crustacean creature found his ship, floating adrift in the 
Astral Sea. The rest is history. Since then, Captain Mal 
Reginal quit his old position at the guild and became a 
one-man enterprise. He loves his new life and he would 
risk anything to save a member of his crew.

Cannot Take the Sky From me
Serenity’s crew has had to prove their worth more times 
than they wished. Mal’ Reginald has grown a reputation 
for being bold, intrepid, and reckless. But at the same 
time, contractors and employers know that Mal is a man 
that always delivers. And even though hired pirates at-
tack Serenity in hopes of snatching it almost once per 
month, Mal Reginal always lands safe and sound.

Setting the Scene
Navigating the Astral Sea is something that adven-
turing parties and mercenaries of good renown end up 
doing sooner or later. It is not rare for Mal’ Reginald to 
hire external help whenever he has a difficult job at hand.

The characters may already know captain Mal’ Regi-
nald from a past adventure. He might be an indirect con-
tact, the friend of a friend. Or perhaps, Serenity’s captain 
is the one who has heard of the characters’ reputation.

Adventure Hook
Use one or any combination of the following adventure 
hooks to have the characters be part of Serenity’s crew.

The Train Job
Mal’ Reginald contacts the heroes. He sends them a 
message to their ship, town, or to the place they are stay-
ing at the moment. He briefly explains that he was hired 
for a heist job. A vehicle fueled by fire and air elemental 
beasts that travels the Astral Sea. Fast as an arrow.

Captain Reginald needs some extra muscle; the job is 
dangerous and he does not wish to put his entire crew at 
risk. He offers 2,000 gp up front and 20% of the profits 
(negotiable), if and once the job is completed.

Out of Gas
The characters travel to the Astral Sea on their vessel, 
by teleportation, or by any other means available. They 
receive an emergency message from captain Reginald 
before stumbling upon Serenity, almost motionless. The 
massive boat floats in the vast astral ocean thanks to its 
giant crustacean legs. The characters can find a way to 
help the captain or the means to take advantage of his 
unfortunate situation. Mal’ shall not forget their choice. 
It shall have future consequences (see Development).

Heart of Gold
The characters are hired to stop and arrest Mal’ Regi-
nald, an astral pirate who left the Great Guild of the Ma-
terial Plane. The heroes are loaned a vessel to navigate 
the Astral Sea and some pointers to track and find Se-
renity. The heroes shall find great resistance and a man 
who knows his way around words (see Development).



Level Neutral Nautiloid



Serenity 38

4. Nautiloid
The beast in Serenity is a complex creature. It has a sin-
gle central eye, it is joined to the ship just below it, tubes 
and steel joints fused to the shell or going inside it. And 
the six legs and two pincers grow from the reinforced 
shell, not from under it. The front tentacles work as natu-
ral radars for the beast. They slither in the air, capturing 
vibrations, and send their findings to the bridge.

5. Controls
Three people can operate the controls of Serenity at any 
given time. The pilot has access to all this from his seat 
but sometimes the job requires the others to take some 
of the controls and let Washburn drive.

6. Living Room, Kitchen, Breeding Chamber
The crew can relax, have a meal, or rest in some of these 
rooms. The most important area here is the breeding 
chamber. The capsules here are an ongoing experiment 
that captain Reginald hopes to become rich from. He 
uses some of Serenity’s crab blood to attempt to recre-
ate its species through magical means and science.

7. Individual Vessels
Some of the juvenile nautiloids created from the breed-
ing chamber have been used as prototypes for small, in-
dividual boats or ships. Serenity has two of these pro-
totypes. They are fully operational but their energy is 
limited. They have reduced fuel capacity.

Developments
The following are follow-up ideas for the adventure 
hooks presented in this adventure. The GM is free to al-
ter or modify how things occur or what happens next.

The Train Job
The train belongs to the Great Guild of the Material 
Plane. If the heroes’ faces were seen during the heist, 
the characters are now wanted targets, like the captain.

Out of Gas
The heroes make an incredible new friend if they help 
Serenity’s captain and his crew. However, if they choose 
to steal his ship or rob him, Mal’ Reginald becomes their 
worst enemy. He shall hunt them forever while he lives.

Heart of Gold
Captain Reginald resists the attack and captures the 
characters. He forgives them and lets them live under 
one condition. Do a job against the guild for free.

If the heroes arrest the captain, he tries to talk his way 
out and prove that letting him and his crew go will be 
more profitable in the future. If that does not work, he 
swears he will find them once he comes out of jail. And 
he will, but that is an adventure for another time...

History Check
DC 14: Nautiloids are rare, expensive ships that can 
travel the Astral Sea at great speeds. These boats fea-
ture a thick shell that protects them, and tentacles to 
help them move through the astral waters. There are ru-
mors of such a ship that goes by the name of Serenity.
DC 16: Serenity is led by captain Mal’ Reginald. He used 
to work for the Great Guild of the Material Plane many 
years ago. Now he is a wanted man for several reasons. 
He made many enemies by leaving the guild. His ship 
Serenity is one of the most powerful nautiloids around. 
And although he has made plenty of friends and built a 
great reputation in the past two decades, he had to cross 
some dangerous people along the way to accomplish so.

1. A Nautiloid Like No Other
Serenity is a bit larger compared to other nautiloids. Its 
shell is not exactly a nautiloid, and the astral beast with-
in is more like a crab than a squid. This makes the ship 
heavier, therefore slower. But Serenity’s hull has never 
been breached before and no other nautiloid can com-
pete with Serenity’s massive, armored crablike pincers.

Two complex mechanical guns face toward the front. A 
person can climb inside the cabin of any of them to op-
erate them. The following are the three possible attacks 
that can be made operating Serenity’s weapons.

Harpoon Gun. Ranged Weapon Attack: +8 to hit, range 
80/320 ft., one target. Hit: 18 (4d8) piercing damage and 
the target becomes tethered to Serenity. This is usually 
used against other boats and vessels.

Cannon Ball. Ranged Weapon Attack: +8 to hit, range 
80/320 ft., one target. Hit: 27 (6d8) bludgeoning damage.

Particle Beam. Ranged Weapon Attack: +8 to hit, 
range 80/320 ft., one target. Hit: 66 (20d6) force dam-
age. If this damage reduces any target, creature, or ob-
ject, to 0 hit points, it is turned to fine gray dust. This 
weapon requires one hour of recharging before reuse.

2. Main Deck
The main deck of Serenity holds the main weapons, the 
engine exhausts, on-deck access to the engine and lower 
deck, and the individual landing pods for ships. Two ra-
dars are on the search for signals or lost messages. Cap-
tain Reginald dubbed these “calls of duty”.

3. Control Room, Cabin, and Lower Deck
Captain’s Reginald crew comprehends five people and 
they are often here. The pilot is Washburn. One of the 
best on the field. Zoey is the captain’s right arm, a former 
member of the guild too. Kay-Lee is the ship’s mechanic 
and J.N. is the crew’s weapons expert and muscle. And 
the negotiator member of the team is Baccara, a diplo-
mat. She has saved the captain’s gut many times.
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DM Ninetoes82
Hi, I’m Tim. I’m a Dad, Writer, Dungeon Master and Teach-
er. I’m also lazy as all hell and trying to balance being a good 
DM with everything else I wanna do can be difficult. That’s 
why I started making simple, straight forward 5th Edition 
content that will have you running a game in no time.
You can find more information about my work at my Insta-
gram, Patreon, and personal Website.

Alex Rinehart
Alex Rinehart (he/him) runs monthly ones-shots of various in-
die games for friends and strangers alike. For the past 2 years, 
this has been in his discord server, The Hartland. If you’d like 
to try a new game, stop on by! When he’s not running games, 
Alex is usually playtesting his own, or writing adventures for 
the systems he loves. Last year he released Gratitude: A Hor-
ror Game, over a dozen classes and hunts for the Slayers RPG, 
and launched a Kickstarter for Cyberrats, an upcoming game 
about cybernetic rats trying to save the world from an alien 
invasion. You can find Alex on Twitter, or his previously pub-
lished games and adventures on Itch.

Viel Nast

Viel “Talbot” Nast has loved all things epic since 1990. 
Epic metal, epic fantasy and TTRPGs! He has creat-
ed the epic fantasy world of Land of Oyr and via the 
company Talbot Epic Press has published five books in 
his world. Writing anything about RPGs has become a 
growing passion in the last decade or two! You can find 
more about him and his works in his official blog, his 
Facebook Page, and his Amazon Book Store.

https://www.instagram.com/dmninetoes/
https://www.instagram.com/dmninetoes/
https://www.patreon.com/ninetoes82?fan_landing=true
http://www.ninetoes82.com
https://discord.gg/kBUECMn4Jr
https://www.drivethrurpg.com/product/361850/Gratitude-A-Horror-Game?affiliate_id=446018
https://www.drivethrurpg.com/product/361850/Gratitude-A-Horror-Game?affiliate_id=446018
https://twitter.com/AlexRinehart_
https://alrine.itch.io/
https://landofoyr.wordpress.com/
https://www.facebook.com/talbot.epic.press
https://www.amazon.com/kindle-dbs/entity/author/B06XPMJ86V
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Thank You
Your support is enormously appreciated. I am grateful to you. It 
is because of the support from my subscribers that I can contin-
ue creating cartography and written content for RPG games.
Here are some popular products we have published:

https://www.elventower.com/joinus/
https://www.dmsguild.com/product/279779/The-Sharn-Trilogy-BUNDLE?affiliate_id=446018
https://www.drivethrurpg.com/product/347741/Mystery-in-the-Chicken-Church--Level-4-Adventure--5e?affiliate_id=446018
https://www.drivethrurpg.com/product/404266/Dungeon-Map-Pack-Vol-1--Foundry-VTT?affiliate_id=446018
https://www.drivethrurpg.com/product/393021/Fantastic-Adventures-Mega-Bundle-BUNDLE
https://www.drivethrurpg.com/product/346295/TLOZ-Temples-Bundle-BUNDLE?affiliate_id=446018
https://www.drivethrurpg.com/product/402312/Stock-Art-Maps-Bundle-19--Encounters-Vol-V-BUNDLE?affiliate_id=446018
https://www.drivethrurpg.com/product/376124/NPC-and-Monster-Tokens-Vol-III--Stock-Art?affiliate_id=446018
https://www.drivethrurpg.com/product/349923/Plague-from-Within--Level-4-Adventure--5e?affiliate_id=446018
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Notice of Open Game Content
This product includes Open Game Content as defined in the Open Game Li-
cense below. It may only be used under and in the terms of the Open Game 
License Version 1.0a

Designation of Product Identity
The following items are hereby identified as Product Identity, as defined in the 
Open Game License version 1.0a, Section 1(e): All content which is not included 
in the Systems Reference Document version 5.1, including, but not limited to, all 
trademarks, registered trademarks, logos, proper names (including the names 
of characters, location names, monsters, organizations, new spells, new abili-
ties, etc.), plots, story elements, locations, characters, artwork, graphics, side-
bars, trade-dress, and the terms “Dungeon Vault Magazine” and “Elven Tower”.

Identification of Open Game Content
No content in this product is Open Game Content unless it is required to be.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark own-
ers who have contributed Open Game Content; (b)”Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other form in which 
an existing work may be recast, transformed or adapted; (c) “Distribute” means 
to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)” Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such 
content does not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this License, including transla-
tions and derivative works under copyright law, but specifically excludes Product 
Identity. (e) “Product Identity” means product and product line names, logos 
and identifying marks including trade dress; artifacts; creatures characters; sto-
ries, storylines, plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, perso-
nas, likenesses and special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, symbols, or graph-
ic designs; and any other trademark or registered trademark clearly identified 
as Product identity by the owner of the Product Identity, and which specifical-
ly excludes the Open Game Content; (f) “Trademark” means the logos, names, 
mark, sign, motto, designs that are used by a Contributor to identify itself or 
its products or the associated products contributed to the Open Game License 
by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative Material of Open 
Game Content. (h) “You” Not for resale. Permission granted to print or photo-
copy this document for personal use only. System Reference Document 5.1 1 or 
“Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be Used under and in 
terms of this License. You must affix such a notice to any Open Game Content 
that you Use. No terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions may be applied 
to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non‑ exclusive 
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original ma-
terial as Open Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the rights conveyed 
by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE por-
tion of this License to include the exact text of the COPYRIGHT NOTICE of any 
Open Game Content You are copying, modifying or distributing, and You must 
add the title, the copyright date, and the copyright holder’s name to the COPY-
RIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, in-
dependent Agreement with the owner of each element of that Product Identity. 
You agree not to indicate compatibility or co‑adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing Open Game 
Content except as expressly licensed in another, independent Agreement with 
the owner of such Trademark or Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content originally distributed under 
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission 
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms 
of this License with respect to some or all of the Open Game Content due to stat-
ute, judicial order, or governmental regulation then You may not Use any Open 
Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it en-
forceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC.

System Reference Document 5.1 Copyright 2016, Wizards of the Coast, Inc.; Au-
thors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter 
Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve 
Townshend, based on original material by E. Gary Gygax and Dave Arneson.

Dungeon Vault Magazine Issue 25, © 2022, Elven Tower Adventures. Authors: 
Derek Ruiz, Arthur Rouise, Alex Rinehart, DM Ninetoes82, and Viel Nast.
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